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(54) gaming machine vinth bonus payoff feature 

(57) A spinning reel slot machine which gives a mul- 
tipSed payoff when certain corxlitions are full iiled. Wins 
including a special symbol on the pay tine are multiplied 
by an incremental multiplier when the machine is in a 
particular moda A counter value is increased by one 
every lime a second spedaJ symbol appears on the vis- 
ible sections of the . reels. Whenever the counter 
reaches a predetermined value, the courrter is reset and 
the muHipiier is increased. Whenever a multiplied pay- 
out occurs, the multipRer is reset to a minimum value. 
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BACKGROUND OF THE INVENTION 
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[0001 1 TWs invention relates to gairang macWnes. More spedfically, it relates to spinning reel type slot mK^tines. 
[0002J Spinning reel stot machnes have maintained their popularity, evolving from electromechanicaJ devices to the 
present day devices which employ microprocessor control. In modern dewces, the spinning reels are used merely as a 
display to advise a player if he has won w tost a game of chance 0ayed entirely in a computer memory according to 
the rules embedded in a computer program. Such machines may have further cfisplays. in addition to the reels, on which 
other aspects of the game are displayed. In the past, such displays have indbded "traH games" wherein an indicator 
proceeds aJong a board game style trail providing different features. These features n«ght induJe nudges and gamble 
features avirarding prizes. Such machines have also been known to have a variable jackpot, which increases over time 
unW it is paid out. The variaWe size jackpot only applies to the maximum payout availaWa 

10003) Whatever theme the game has. it is necessary that the casino owner make a profit, and that the game have 
player appeal. This fe often accompfehed by increasing the jackpot gradually over time, so that players fed that th^ 
should keep playing to v«n the larger jackpot. However, a disadvantage of simply inaeasing the jackpot is that it is very 
unlikdy that a player will win the jackpot, and most players v«ll ncA risk continuing to play, just to win the ^ckpoL Also, 
after a jackpot occurs, players may shun a game because they believe it will not hit again soon or that the mifel iackoot 
value is too small. 

SUMMARY OF THE INVENTION 



[00041 In a first aspect, the present invention is a spinning reel slot machine in which selected payouts are multiplied 
by a variable value, independent of the winning symbol combination whereby to inaease player interest in the gama 
25 [0005) In a second aspect, the present invention is a spinning reel slot machine in which all payout values are mulli. 
pljed by a certain value, independent of the vwnning symbol combination whereby to increase player Interest in the 

game. 

[0006) By providing an overall murtiplier of the payoff, the player perceives that the overall payout of the machine is 
higher and that the likelihood of this payout compared to a jackpot payout for exanple is very high. Thfe would therefore 
30 provide a significant incentive for the player to play the game. 

[0007] The invention provides a spinning reel machine in which selected winning combinations are multiplied by a 
variable value. The value by which the payout is multiplied increases gradually when certain conditions are met in the 
course of playing the base game. The value is reset to its initial value after a payout occurs. 

[0008) By providing such an incremental payout value over a period of time, a player is enticed into remaining at the 
35 machine until the payout is made, to win a larger payment However, by allocating the payout to vwnning con*ff!ations 

other than the jackpot a significantly increased probability of vwnning the variable payout is achieved so that a player is 
not put off continuing to play the machine. Further, by providing a simple means for altering the payout ratio of the 
machine, the variable multiplier makes it more straightfbwirard to the machine any desired payout ratio without 
changing the reel synr*>ols or the basic payments for each type of win. A simple change to the posstrfe multiplier values 
40 which could be achieved by replacing a chp or using a table editing software procedure is an that is required. 

[0009) The present invention further provides a spinning reel slot machine v^erein the prize awarded for combina- 
tions of symbols including a special symbol are multiplied by a variable multiplier valua This multiplier value rises in 
increments whenever certain conditions are met in the outcome of a reel spin. The multipHer value is reset to its initial 
value when a p>ayout including this symbol occurs. 

'45 [001 0) The present invention further provides a machine in which a counter increases each time a second symbol 
appears on or near the payline of the reels. Whenever this counter reaches a predetermined value, the multiplier value 
increases by one. and the counter decreases by the predetermined value. 



BRIEF DESCRIPTION OF THE DRAWINGS 

so 

[0011) 



FIGURE 1 is a simplified illustration of a spinning reel slot macfnne according to the preferred embodiments of the 
present inverrtion. 

55 

FIGURE 2 is an enlargement of the slot machine display showing how symbols appear on. above and below the 
payline in the prefenred ennbocfiments. 
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f:gurE 3 is a taWe slxwing three sets of 22 symbols on the three re^ strips accc:dir!g to a specific example cf a 
first embodimenl of the present irwentbn. * 

FK3URE 4 is a taWe showing the prizes awarcfed rn the three modes of the exanpJa of tha first embodiment 

FIGURES 5A. 5B and 5C are tables of vatues for use in caJculating payouts of the specific exanpie of the fet 
embodimertt. 

FIGURES 6A and 6B are two parts of a single flowchart representing the operaton of the exanple of the fffst 
embodiment in MaxBet mode, 

FK3URE 7 is a table showng the calculation of the expected payoff of the specific example of the f irst embodiment 

FIGURE 8 is a graph showing values probabilities of the machine being in any partk:ular state Q after various 
number of spns, and the associated multiplier vafue X. 

FIGURE 9 is a taWe showing how the expected value of the midtiprier X varies with the nun*>er of spins. 
DETAILED DESCRIPTION 

10012) Rgure 1 shows an overaD view of a first embedment of the present invention, there is provided a spinning reel 
slot machine 2 comprising a cabinet 10 having windows 12. 14. 16 on the front which can be viewed by a player stand- 
ing in front of the machine. As in most spinning reel slot machines, behind the window three reels 22. 24 and 26 are 
mounted for rotation. A porticw of the outer surface of each is reel is visible through the conesponding vwndow as shown 
in Figure 2. Each reel has any desired number (usuafly 22) <^ symbols thereon, and each window is dimensioned to 
display three symbols at a time. The reels are each individually driven by a stepper motor which is controlled by a micro- 
processor as is known in this art Circuitry is provided so that the ntiCToprocessor can send instructions lor the reel to 
spin and to stop at a predetermined position vwth three symbols showing on pay line 20. Three stepper motors under 
the control of a microprocessor rotate the reels. Feedback from optical beam breaking mechanisms on each of the reels 
allows the processor to establish the postfon of each of the reels and stop them in appropriate position depending on a 
random value generated by the processing means. As shown in Fi^e 2. whenever all, the reels are stopped, a three- 
by-three rectninear array of symbols is displayed on. above and below payfine 20. The row of three symbols across the 
center of this three by three array is referred to as the pay line, and the synix>ls appearing on this line determine the 
prizes paid out as descrtoed below. For a typical 22 stop reel, the symbols and frequency of occurrence are selected 
based on probability analysis. These symbols are designed in an eye-catching manner. 

[001 31 A handle 21 or a switch button is provided on the macWne. by which a player can commence cycles of the 

game. 

I0014J To operate the game, a player puts coins or bHIs into the game and the value is determined by the processor 
and stored in computer memory. The number of credits thus purchased is displayed on another di^lay not shown. 
Depending on how many modes the game has, different swHch buttons are pro»rided to start the game in the appropri- 
ate mode. 

[001 5J If sufficient credit has been purchased, the handle 21 can be pulled or the appropriate switch button operated. 
This commences a cycle of operation of the machine, whereby the reels 22, 24. 26 begin to spin under the control of 
the game microprocessor. The machine enters the mode conesponding to the number of credits which have been 
wagered, and deducts the appropriate number of credits from the stored value. 

1001 6] The microprocessor generates one or more random numbers to determine what the result of the cyde wiU be 
and causes the reels to stop at the appropriate locations corresponding to the randbm nunt>er selected for each reef. 
The processor stops the left reel 22 first, foHowed by the center reel 24 and finally the right reel 26. Typically, the mem- 
ory contains a look up table representing the symbols shown in F^re 6. The processor assigns the symbols shown to 
registers in memory for use in cafeulating the payout 

10017] When the reels have stopped spinning, the microprocessor decides if the con^ination is a winning combina- 
tion, and calculates any payout depending on the symbols showing, A specif k: exanple of such a calculatkw rs decribed 
later for a specific example of the embedment Typicafly, payouts are an based on multples off the smaOest number off 
credits needed to play a game. However, some additfona) inducement may be expressed to encourage muftqjle credit 
play. The payout is ether released into a coin cfischarge trough 28 or added to the stored credits. 
{0018J A multipfier value X is shown in display 44 which increases as certain predetwmined conditfons are fuIfiDed 
during gameplay as wBI be described in detail below. TWs value X has a preselected range, for example. 2 to 10. When 
a wrinning combination occurs on the pay line, the normal payout is multiplied by the mulliplier value X. and the vatue of 
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X wIJ normally return to its lowest valua. 

[001 9] By providirtg an 'maeasing multpljef va!ue X. a player has an Incentive to cor^nue playing tha machine in th© 
hope of winmng an irK^eased payout If tha player teaves the machine betore such a payoff, tha aicreased vatua X will 
be availaWa to the next player who uses tha machina 
5 [0020] A specific exanple of the first embodiment will now be descra>ed. It has three modes of play referred to as 1 
Coin, 2 Coin and MaxBet modes and requiring 1. 2 and 3 aec£ts. respectively. 
[0021 ] The symbol rn this example of the second embodment are: 



10 



15 



1BAR 


XFACTOR 


BLANK 


2BAR 


POWERPOINT 


BLANKHI 


3BAR 


SEVEN 


BLANKLO 



arxJ their distributon on the reel strips is shown in Figure 3. 

[0022] SyrTix)!s in the first column are referred to generically as BARS, and symbols in the third cohinrm are displayed 
on the reels as a trfank txit are stored as different symbols in the computer memory. 

so [0023] Three displays 42. 44, 46 are provided on tha top front of tha cat^n^. Display 42 displays "Power Point* infor- 
mation as will be discussed hereafter. Center display 44 shows the value o! the MuItipOer Value X as will ^so be cfis- 
cussed hereaft^. R^ht display 46 includes a display which explains the rules of tha gam& 
[0024] The normal payout for any winning combination on the payline 20 is shown in the table of Figure 4. Tha prize 
p^ out for each of the winning coml^nations listed rn the first cotumn of Figure 4 Is shown in the 1 Coia 2 Coin arxJ 

ss MaxBet columns depending on the mode selected by the player. The game pro^arn progressivety checks the winning 
combination against each of the combinations in Rgure 4, starting with tfte highest paying win at the top of the table 
and progressing to the lowest paying win at the txttom of the tabia The numeric value representing the p>ayout is a mul- 
tiple of one credit As can l>e seen, the XFACTOR symtx)! counts as a wild card and can replace any BAR or SEVEN 
synr4x)l in a winning combination, although the XFACTOR symbol has further effects in the MaxBet mode as discussed 

30 later in the specification. 

[0025] The mult^lier value X is stored in the memory and shown on the display 44. The value of X is an integer rang- 
ing from 2 to 10 and is initialized at a value of 2 when the machine Is switched oa The value of X remains constant 
unless the machine is in the MaxBet mode descrit>ed later. Further, the X factor does not form pari of the payout formula 
unless the game is in tha MaxBet moda 

35 [0026] Three tables, T^ultlpner Table 1 ,* "Multiplier Table 2," and "Multiplier Table 3" shown in Figures 5A, 5B. and 50, 
each having 20 possible values are also stored in the computer memory. Tha sets of values in the Multiplier Tables 1 
and 2 represent possil>!e payout values, Y of the machine when the comtxnation of a sin^e POWERPOINT and a sir^gle 
XFACTOR appear on the Payline. corresponding to indexes 8 and 9 in Figure 4. These values range from 6 to 24 cred- 
its. A random entry from one of these tables is chosen as the amount won by a player in tha single coin nxxia when this 

40 combination of symbols is obtained. The award value appears on tha right display 46 to inform the player of his win- 
nings. The value of this prize is doubled when the machine is in the second mode. Multiplier Table 1 or 2 is chosen 
according to the multiplier value X presently displayed on cfisplay 44. In par^lar, Y is chosen from tat)le 1 when the 
multiplier value X is 4 or more and from Multiplier Table 2 when the multiplier value X is less than 4. While the mean 
values of the two tables are the sanre. both being 17.85. there are less sixes in Multiplier Table 2 than in Multiplier Table 

45 1 so that a player is less likely to receive a low value Y when ha has a Ngh rrxjltiplier value X, giving an incentive to play 
the game, even in one of the first two modes, when the multiplier value X is high. 

[0027] Mult?)lier Table 3 shown in Figure 50 also contains 20 values. arxJ corrtains the amount won when the highest 
winning prize which consists of two POWERPOINTS and one XFACTOR is achieved in one coin moda Values in this 
table are chosen rarxlomty whenever such a win occurs^ Tha value of this prize is doubled when the macfiine is in the 
so two coin coda For example, when the 2 POWERPOINT. 1 XFACTOR combination occurs, the payout is Z or 2Z aedits 
which from MuHipGer Table 3 may be 1 1 0 up to 250 aedits in one coin mode, or 220 to 500 in two coin moda 
[0028] When the game is in the MaxBet nxxle. according to the invention a fundamentally different scoring mecha- 
nism comes into effect 

[0029] The operatfon of the machine in this nrxxfe is represented tiy a f lowcfiarl which contimies from Figure 6A to 
55 Rgure 6B. This flowchart shows the procedure followed by the macftine in calculating arxf displaying the payoff. From 
the flow diart, the preferred emtxxiiment may be progranrvned t>y those sMDed in this art in any preferred programming 
languaga Examples include C + and Assembly language. All the calculations are actually performed before the reels 
are spun, and the results are stored in a non-volatile ntemory so they can be displayed after the reels stopi This ensures 
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that a play^ is wrt 'cheatecT by a power failure or olher ocoirrence thai can affect the spirmirg oJ the reels arxJ the 
sutssequent dispta/ of the win and the payout 

tlKWO] The pc^itfens where the reels will be stopped are ca!culated arxJ the base award assodated th^ewrth ts cal- 
culated, which IS ttia award which would be pad cut for the same coirbirration in 2 Coin moda According to an impcr- 

5 tant aspect of the inventioa al the end of each spin of the reels in the MaxBet rrxxle, the number of POWERPOINT 
syrTtx>Is showing at any of the nine v)sft)Ie symbol positions is added to a sum previously stored in the memory to grve 
a total number P of stored Power Points as shown in Figure 6A. This value P is initialized to zero when the machine is 
reset. Whenever the value P increases, an animation is shown on the left display to alert the player to the increase as 
shown in Figure 6B. After this animation is finished, and at all other t'mes v^en thts mode is in operation, the total 

to number of Power Points, P. stored is displayed in the left display. When the game leaves the MaxBet mode because a 
spin has been started in one of the first two modes, the left scre^ shows a message reminding the player that Power 
Points are ordy collected in the MaxBet rrxxie. The value P wiO remain constant in the first and second modes even if 
POWERPOINT symbols appear in the nine visible locations. 

[0031 J For every ten Power Points that are achieved in the MaxBet mode, the MuHipIier Value X is increased by one 
15 as shown in Rgure 6A. An animation is then shown representing the inaease of the multiplier value X as shewn In Rg- 
ure 6B. At this point, the stored number of Power Points is reduced l>y 10 as shown in Figure 6 A. 
[0032] Increasing of the value X in MaxBet mode occurs untd it reaches a maximum value 10. or an XFACTOR payout 
occurs as decribed below. When X reaches 10, the value does not increase any further wh^ P reaches 10. Instead P 
continues to increases as Power Points are gained, as shown in Figure 6A. The right screen displays a message stating 
20 that the multiplier value ts at its maximun\ and that Power Points wiB now t>e stored arxi are shown on the right display. 
[0033] The procedure followed when a win occurs in the Max Bet mode will now be descrit>ed. 
[0034] If a winnirtg conr^nation is obtained on ^e payline in MaxBet mode, the right display provides a message slat- 
ing the amount of the win. If one of the three symbols in the payline is an XFACTOR symbol, as shown at index 1, 2, 4. 
6, 8, 9, 10. or 13 in Rgure 4. the listed amount paid out is multiplied by the value X. othenmse the listed amount is paid 
55 out 

[0035] If an XFACTOR payout occurs, the value of X is deaeased to 2. If less than 1 0 Power Points were stored, these 
Power Points are retained. If 10 or more Power Points were stored, the multiplier value X v/iti be increased from 2 by 
one for every 10 Power Pdrrts, and the value P will be reduced by 10 accordingly as shown in Figure 6A. 
[0036] After the payout occurs, an animation is played in the right display showing the anx)unt won. Then, the new 

30 initial value of X, 2 is displayed. The right display will display a "Stored points activated" anin^ation. The left display will 
then show the remaining balance of Power Points. If more than 80 Power Points were stored {v/hich would raise the mul- 
tiptier value X back to a maximum of 1 0). the Power Points above 80 v^td continue to be stored. With the arrangemerrt 
of symbols shown in the table in Rgure 3. it takes on average 293 spins of the reels to amass 80 Power Points, and an 
XFACTOR payout occurs on average every 85 spins of the reels, so statistically it will be rare (but possS^le) for the 

35 stored Power Ponnts to rise over 80. or even for the multijplier value X to reach ten. 

[0037] The calculations for the precficted payoff of the macMne are shown in the tattle In Figure 7. In the columns 
under the heading "Probability", the probabilities of each payoff occuring are shown, firstiy as a fraction arxf then as a 
decirrral. The tattle also contains payout information for each nx)d& For each mode, the first column contains the for* 
imita for calculating the payoff. The second column shows the formula with values inserted for tiie expected values for 

40 the multiplier values X. Y and Z. The third column contains the expected payoff for each of the winning combinations 
per spin, arxi is calculated by multiplying tiie probability of the combination occuring and the expected value of that win. 
The sum of this column, shown at the foot of the column, is the expected payout for each mode per spin. 
[0038] It should be noted that the calculation of the expected value of an XFACTOR win is complk:ated due to the non 
linearity of the progression of the multiplier value X. The folk)wing equations relating to this calculatkxi are t>eBeved to 

45 be correct and to reflect the operation of the machine as described abova In any case, the desired factors can be 
devek)ped enrpirically. In order to simpTify cak:ulation of this value, another value Q Is defined: 

Q=P+10(X-2) (Eqn 1) 

50 [0039] This value Q is similar to P. tx4 does not deaease by 10 every time the Multiplier value XirKreases by 1^ 

be seen that for each Power Point scored. Q will rise by 1. For values of Q from 0 to 9. X will be 2. Ft>r values of Q from 
10 to 19. X will be 3. and so on. For values of Q above 80. X will always be 10. The Multipfier VsAve X for any value of 
0 is shown as a stepped line in Figure 8. 

[0040] Whenever an XFACTOR win occurs. Q will increase to add aH the power points awarded on that spin, and will 
55 then ether fan by 80 if Q is greater tiian or equal to 80, or win fall to Q MOD 10 if Q is less than 80. where MOD repre- 
sents the remainder on divisfon. For example, if X was 5 and P was 4 (0=34), X would fall to 2 and P woUd remain at 
4(0=4). 

[0041 ] The probability of the machine being in any particular state Q varies v^h the number of spns. Clearly, before 
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the frst spl% Q mxsX have a value 01 0, as the madiine starts in a state with no Power F»inls P snd an X facitor of 2. 
After 1 spin. Q is either 0, 1 or 2, depencJing on the nurrber of POWERPOINTS in the three by ttvee synix)! an^ay after 
that spia The probability p(0, t) of the machine beir^ in any particular state Q afl^ a predetOTiined number of ^ins t 
can be calculated rteratively. First the foQoMring six probabilit'es are defmed which are mutually excTusfve and cover ai) 
possibnities for the result of a red spin: 



^ 10648 



= protKNo XFACTOR win, 2 POWERPOINTS visible) 



10 



IS 



20 



2S 



2466 
^2 " 10646 '' 



prdbfhto XFACTOR wbi. 1 POWERPOIMT vfeWe) 



P3 = = pTOb(No XFACTOR win, 0 POWERPOINTS wsible) 



= prob(XFACTOR wia 2 POWERPOINTS visible) 

i 1 POWERPOINT visiWe) 

) POWERPOINTS visajle) 
[0042] The probability p(Q^t) is then defined as follows: 



P 5 1^ prob(XFACTOR wia 
Pe = = prob(XFACTOR wia 0 1 



(Eqn2) 
{Eqn3) 
(Eqn4) 
(EqnS) 
(EqnS) 
(EqnT) 
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45 



50 



55 



t<0 OR Q<0 


(Eqn 8) p{Q.t)=0 


t=0 AND Q=0 


(Eqn 9) p(Q.t)=1 


1=0 AND Q>0 


(Eqn- 10) p(Q.t)=0 


1>0AND 0sQs9 


p(Q,t)=(p,*p,)p(Q-2.t-1) * 

(p,*Ps)p(Q-1.t-1) * 

(P,*P,)p(Q.t-i) * 
7 

53p,p(Q*10l*8.t-1)* 

P5P(Q*10l*9,t-1) * 
p,p{Q*10f^10,l-1) 


t>OAND10sQs» 


p(Q.t)=p,p(Q-2,t-1) > 
p,p(Q-1.t-1) ^ 
P3P(Q.t-1) - 

p^pco^-rsj-i) > 

P5P(Q*79.t-1) * 
p^p(Q^80.t-1) 
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[tXW31 Essentially, equation 1 1 states that the probat^Iity of the machine being in state O » wh&e Q < 10 (ie Mirft^rfier 
Xs2and P:=Q)aftefaspintsth8sumof: 

5 j) the probability of the machine being in state Q-2 before the spn and 2 Powirer Ptoints being scored, whether or m 
an XFACTOR wia (Q inaeases by 2). 

ii) the probability of the machine being in state Q-1 before the spin and obtaining 1 Pow& Point, whether or not an 
XFACTOR win (Q increases Ijy 1). 

rii) the probability of the machine being in slate Q before the spin and obtaining 0 Pow^- Points, whether or not an 
10 XFACTOR win (Q stays the same). 

w) the probability of the machine being in state Q + 8. Q + 1 8... or Q + 78 before the spia recei\nng an XFACTOR 
win and obtaining 2 power poirrts. 

V) the probability of the machine being in state Q + 9. Q + 19... or Q + 79 before the spin, receiving an XFACTOR 
win and ot3taining 1 power point 
15 vi) the probability of the machine bang in slate Q + 10» Q + 20... w Q + 80 before the spin. rec»ving an XFACTOR 
win and obtaining 0 power points. 

10044) Equation 12 states that the probability of the machine being in state Q, where Q is 10 or more after a spin is 
the sum of: 

20 

i) the probabHily of the machine being in state Q-2 before the spin and not obtaining an XFACTOR wn and having 
two POWERPOINT symb(^ visWe (Q raises by 2). 

ii) the probabHity of the machine being in state 01 before the spn and not obtaining an XFACTOR win and having 
one POWERPOINT symbol visible (Q raises by 1). 

25 iii) the probability of the machine being in state 0 before the spin and not obtaining an XFACTOR virin and having 
no POWERPOINT symbols visWe (Q stays the same). 

iv) the protjabiHty of the machine being in state Q + 78 before the spin and obtaining an XFACTOR vm and having 
two POWERPOINT symljols visible (Q deaeases by 78). 

v) the probability of the machine being in state Q + 79 before the spin and obtaining an XFACTOR win and having 
30 one POWERPOINT symbol visWe (Q decreases by 79). 

vi) the probability of the macWne being in state Q + 80 before the spin and obtaining an XFACTOR vm and having 
no POWERPOINT symbols visible (Q decreases by 80). 

[00451 Once t gets large, this function converges so that p(Q.t+l>-p{Q.t) giving a function p(Q) which rises approxi- 
35 mately as a straight line to Q = 9 and then tails off smoothly. Thus, once t is large, there is an almost constant probability 
of the machine being in a particular state Q. 

I0046J The values shown in the three curves in Figure 8 are the probability distributions for Q after 10» 100. and 1000 
spins. The area under each of these graphs is 1 . The expected multplier value X tor an XFACTOR vwn which does not 
include POWERPOINTS ( eg. 2 BARS and an XFACTOR symbol) is sinply 

40 

Xo= £ P(Q)X(Q) (Eqn13) 

Q-O 

45 

where p(Q) is the probablity of having that value of Q t>efore the reels spin, and X(Q) Is the multSplier X assodated with 
that value of Q. The expected mult^ier value X for an XFACTOR v«n which does not include POWERPOINTS (the 
combinations in rows 2. 4. 6. 10 and 13 in Figure 4) converges on 4.289. 

[0047J However, the expected value of X for XFACTOR payouts with POWERPOINT syntx)te in the pay Dne is higher 
50 than the expected value for XFACTOR wrins vwth no POWERPOINT symbols in the pay Vine. This is because the nunt)er 
of power points P. and hence the value of Q wiO always have been increased by one or two just before the payoff, so 
that the payouts will nnove up to the next multiplier value X approximately 10% of the time when one PowerPoint is in 
the win line, and approximately 20% of the time when two POWERPOINTS are in the win Rna THs therefbre increases 
the expected multiplier value X by approximately 0. 1 for a single POWERPOINT XFACTOR win. and by 0.2 for a double 
55 POWERPOINT XFACTOR win. These values are calculated as fbltows: 
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>^ 1 = £ P(0)(||x{Q+l)+~X(Of2)) (Eqn 14) 



Q»eo 

X2= £ P(0)X(0+2) (Eqnis) 

and converge on values 4.39 and 4.48 respectively, ft shouki be noted that there a chance of actually getting two 
POWERPOINT symbols in the 3x3 array while only getting a 1 POWERPOIMT XFACTOR wrin. (re one POWERPOINT 
on the pay fine, one POWERPOINT of? the payline). This accounts for the added complocity of equafion 14. 
(0048) The predded values Xq. X,. X2. for the 3 dHferert types of XFACTOR payout after 10, 100. 1000. 2000 and 
4000 spins are shown rn the taWe rn Rgure 9. The mean predicted muKipner value X. Xm when a payout occurs is also 
stKTwa and is catcutated as follows: 



Y 82 V 42 V 1 ^ 

= ^0 * 125 * 125 ^2 (Eqn 16) 



Thfe value actuafly has no relevance to the calculation of the payoff, but is shown for darrty. The predicted values of Xq. 
Xi . X2 used in the expected payoff calculatKms In Rgure 7 are for the appro»mately steady state after 4000 spins. 
I0W9J An attract mode a^ provided which is entered after a period of approxlmatery 50 seconds has elapsed with 
no gameplay. although this value couW dearfy be changed. The muItipDer value X and number of Power Points stored 
is retained for use by the next player. This gives an inc^tive for a play^ to remain playing on the machine until achiev- 
ing an X Factor win, othenwse the next player will reap the reward of the increased nruHipfier value X which the frst 
player has effectiv^y paid for. 

[0050] In modifications of this exanple of the first embocfiment. different values for the prizes and different symbols 
on the reels coukJ be used. More reels, could be provided to provide more comWnations, or more syrT*>ote couW be pro- 
vided on each reel. Extra features, such as nudges and hoWs, well known in the art could also be added to enhance 
gameplay. 

Claims 

1. A stot machine including a set of spinning reels having a plurality of symbols thereon, means for spinning and slop- 
ping said reels to display symbols, means for paying out prizes, and a fxocessor operating according to a game 
program for controlling the spinning means and which defines a multiplier which sequentially increases in value, 
winning symbol combinations and standard prize amounts therefor, said processor including: 

a) means for randomly selecting symbols to be displayed by said spinning reels; 

b) means for determining if a winning combination has been selected for display and if a multiplier symbol is 
included in said winnir>g combination; and 

c) means for calculating the prize to be awarded for said winning combinations based on the standard prize 
amounts multiplied by said variable multiplier, if the winning symbol combination includes said multiplier synv 

2. A spinning reel slot machine accorcSng to claim 1 wherein said processor indudes means for deaeasing said mu5- 
pBer value after the occurence of a winning symbol combination involving said multiplier syrrtbol. 

3. A spinning reel slot machine according to daim 1 wherein said processor indudes means for sequentially inaeas- 
ing said nxiltiplier from an initial value thereby increasing the potential prize which may be paid out 

4. A spinning reel slot machine according to daim 3 wherein said processor further indudes means for decreasing 
said muliplier to said initial value after the occurrence of a winning symbol combination involving said muitipBer 
symbol. 

5. A spinning reel slot machine according to daim 3 wherein said means for sequentiaDy increasing s^ muItipSer 
nndudes 
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means for incremaTf ng a counter variable each time a special symbo! is selected tor dspTay: and 

means for maemerting said mii^plier and resetting s^ counter variable to an miiiaJ value ^ch fene said 
coulter variable reaches a predetermined vaba 

A method of operating a slot machine, said machine incfuding a set of spnning reels having a pliralily of syntKJis 
thereon, means for spinning and sttw^ng said reels to display symbols and a processor, operafoig according to a 
game pro^m which defines a nrnftiplier which sequentially increases in value, winning symbol combinafions and 
standard prize anxxints therefor, said method comprising the steps of: 

a) randomly selecting the symbols to be dteplayed; 

b) determining if a winning symbol combination has been selected for display and if a muHipner syirtbd ts 
included in said winning symbol combination: 

c) calculating the prize to be awarded for a winning symbol conrtbination based on the standarel prize amounts 
muH^ed 1^ said muftipKer. if the winning symbol combination includes said multiplier symbol; 

d) spinning and stop^^ng said reels to cfisplay the selected symbols; 

e) paying out the prize, *rf any. 

7. The method of Claim 6 further comprising the step of deaeasing said multiplier after the occurrence of a winning 
symbol combination involving said multiplier symbol. 

8. The method of aaim 6 further comprising the steps of: 

incrementing said multiplier from an inifel value as a function tA the syn*ols selected for display thereby 
increasing the potential prize which may be paid out 

9. The method of Claim 8 further comprising the steps of: 

deaeasing said varial^e multiplier to said initial value after a prize payout involving a winnmg symbol con*ina- 
tion indudrng said muit^lier symbol. 

1 0. The method of daim 8 wherein the step of incrementing said nmill^pfier includes the subsleps of: 
incrementing a counter variable each time a special symbol is selected for display; 
inaementing said variable multiplier each time said counter vari^e reaches a predetermined value; and 

resetting said counter variat)le to an initial value. 

1 1 . A slot machine including a set of spinning reels having a plurality of symbols thereon, means for spinning and stop- 
45 ping said reels to display symbols, means for paying out prizes, and a processor operating according to a game 

program tor controlling the spinnang means and which defines a variable mult^ier, winnmg synt)ol combinations 
and standard prize arounts therefor, said processor including: 

a) means tor randomly selecting symbols to be displayed by said spinning reels: 
so b) means for determining if a winning combination has been selected for display and If a multipner symbol is 

included In said winning combination; 

c) means for calculating the prize to be awarded for saki winning comttnations based on the standard prize 
amounts nuJtiplied by said variable nrwitijfier. if the winning symbol combination includes said mullipBer synv 
bol;arKl 

cO means for increasing said variable muItpBer from an inrlial va^^ 
play, thereby mcreasing the potential prize which may be p^ out 

12. A spinning reel slot macfwne according to daim 11 wherein said processor includes means for decreasing saidvar- 



70 



15 



20 



25 



30 



35 



40 



55 



9 



EP0926645 A2 

iable mii^^jner after the ocourence d a winning sflttd con*inat;on imtiMr^ said imlfipTier syirfcoL 

" said means tor increasing said variaWe munpHer 

means for incrementing a counter variable each time a special symbol is selected for display: and 

means for incremaTting said variable multiplier and resetting said counter variable to an initiaJ value each time 
sari counter vanaWo reaches a predetermined value. 

a) randomly seTectmg the synods to be displayed; 

fi^S^S^Si" ^ ^'^^^Qf^ has been selected for dspJay and rf a muftipner symbol fe 

included in said winning symbcrf combinatfon; =»yii<wi 15 

"^^a.^^ ^1^'"^^ ^ ^""^^ ^ ""'""'"9 cofrt>inatk)n based on the standard prize amounts 
multpned by said variable multiplier. Sthewf^^^^ 

^ rr^ementing said variable nxiltiplier from an initial value as a function of the syn4x,fe selected for display 
thereby increasing the potential prize which may be paid out, s«e«ea ror oispiay, 

e) spinning and stopping said reels to display the selected syrrtols: 

f) paying out the prize, if any. 

15. The methodof Claim 14 further comprising the step of decreasing said variable rmiltiplier after the occurrence of a 
winning symbol ccxnbination involving said multiplier syn^ol. occurrence of a 

16. The method of claim 14 wherein the step of incrementing sard variable multipRer indudes the substeps of: 

incrementing a counter variable each time a spedal symbol is selected for display; 
inaementing said variable multiplier each time said counter variable reaches a predetermined value; and 
^ resetting said counter variable to an irtibal value. 



10 



15 



20 



25 



30 



35 



45 



50 



10 



EP0926 645 A2 



FIG. I 




FIG.2 

12 14 16 

/ / / 

SYMBOL SYMBOL SYMBOL 

SYMBOL SYMBOL SYMBOL 

SYMBOL SYMBOL SYMBX 



24'' 26 




11 



EP0926 645 A2 



FIG. 3 



Olvrb 


PCCI 1 

nccLI 


REEL 2 REEL3 


1 

1 


SEVEN 


SEVEN 


SEVEN 


2 


BLANK 


BLANK 


BLANK 


o 




2BAR 


IBAR 






BLANK 


BLANK 


5 


IBAR 


lOAD 


9QAD 


6 


BLAM( 


Qt MMt 


PI ANK 


7 


3BAR 






8 


BLANK 


BLANK 


BLANK 


9 


2BAR 


2BAR 


IBAR 


10 


QLANKHI 


BLANKHI 


BLANK 


II 


PCWERPOffT 


PCWERPOWr 


XFACTOR 


« 


BLAM<LO 


BLANKLO 


BLANK 


13 


IBAR 


IBAR 


2BAR 


14 


BLANK 


BLANK 


BLANK 


15 


2BAR 


2BAR 


IBAR 


1 


BLANK 


BLANK 


BLANK 


1 ^ 


38AR 


3BAR 


SEVEN 


1 


BLANK 


BLANK 


BLANK 


1 


IBAR 


IBAR 


IBAR 


20 


BLANK 


BLANK 


BLANK 


21 


2BAR 


2BAR 


2BAR 


22 


BLANK 


BLANK 


BLANK 1 



12 



EP 0 926 645 A2 



FIG.4 



Jl WINNING COMaNATTON || Pfit«M 



IINDEX 


IREELI 


IREEL2 


1 REEL 3 IliODINteoaN 




1 


PWRPNT 


PWRPNT 


XFACTOR 


Z 


2Z 


2XZ 


2 


SEVEN 


SEVEN 


XFACTOR 


100 


200 


200X 


3 


SEVEN 


SEVEN 


SEVEN 


100 


200 


200 






oBAn 


XFSftCTOR 


40 


80 


SOX 


5 


3aAR 


3BAR 


3BAR 


40 


80 


80 


6 


2BAR 


2BAR 


XFACTOR 


20 


40 


40X 


7 


2BAR 


2BAR 


2BAR 


20 


40 


40 


8 


PV/RPNT 


ANY 


XBVCTOR 


Y 


2Y 


2xr 


9 


ANY 


PWRPm* 


XFACTOR 


Y 


2Y 


2XY 


10 


IBAR 


IBAR 


XFACTOR 


10 


20 


20X 


II 


IBAR 


IBAR 


IBAR 


to 


20 


20 


12 


PWRPNT 


PWRPNT 


ANY 


6 


12 


12 


13 


ANY BAR 


ANY BAR 


XFACTOR 


5 


10 


lOX 


14 


ANY BAR 


ANY BAR 


ANT BAR 


5 


10 


10 


15 


PWRPNT 


ANY 


ANY 


3 


6 


6 


16 


ANY 


PWRPNT 


ANY 


3 


6 


6 



FIG.5A 



MU.T1PUER TABLE 1 


TABLE 


MULTIPLIER 


TABLE 


MULTIPLIER 


posmoN 


VALUE Yl 


POSITION 


VALUE Yl 


I 


6 


II 


21 


2 


6 


12 


21 


3 


9 


13 


21 


4 


15 


14 


21 


5 


15 


15 


21 


6 


15 


16 


21 


7 


15 


17 


24 


8 


15 


18 


24 


9 


18 


19 


24 


10 


21 


20 


24 



13 



EP0 926 645 A2 



RG.SB 



MULTTPUER TABLE 2 



1 TABLE 
1 POSITION 


MUUTIPUER 
VALUE Y2 


TABLE 
POSITION 


MULTIPUER 
VALUE Y2 


1 


6 


11 


21 


2 


9 


12 


21 


3 


9 


13 


21 


4 


12 


14 


21 


5 


15 


15 


24 


6 


15 


16 


24 


7 


15 


17 


24 


8 


15 


18 


24 


9 


15 


19 


24 


10 


18 


20 


24 



FIG.5C 



MULTIPLER TABLE 3 


TABLE 

posmoN 


MULTIPUER 
VALUE Z 


TABLE 
POSITION 


MULTIPUER 
VALUE Z 


1 


no 


11 


185 


2 


120 


12 


190 


3 


130 


13 


190 


4 


135 


14 


200 


5 


135 


15 


210 


6 


140 


16 


220 


7 


160 


17 


225 


8 


170 . 


18 


230 


9 


175 


19 


240 


10 


180 


20 


250 



14 



EP0926e45A2 



START \ 
3 COIN BET J 



CALCUUVTE 
STOPS 

a 

SYMBOLS 



CALCULATE 
BASe/lMMRD 
FROM 
SYMBOLS 



FIG. 6A 



'ANY 
.POWER 

.PTS?> 



YES 


INCREASE 












NO 






X»X ♦ 1 




IV X 


P = P- 10 





MULTIPLY 


BASE AlWARD 


BY X 








RESET 


X 




TO 2 





YES 




15 



EP0 926 645 A2 



© 







SPIN a 

STOP 
REELS 







FIG.6B 



NO /ANY 
.WINNER 2/ 




YES 



UPDATE DISPLAT 
TOSHOWMCREASE 
IN P AND 
POSSIBLE 
INCREASED X 



PAYOUT 
AWARD 



UPDATE DISPLAY 
TO CURRENT 

X a ? 




16 



EP0926 645A2 



2 8 



§ 



8 



JO a> o 
p5 ^ ^ 



5 
3 



-r c>l 



o o o o 



I 



— !o E S2 2 8 %l 



TloW 

I CO ^ 

188 



X<5 



Q Q 



C3 O o OO Jl 11 

88???3j3a8£f22«> 



o 



1^ — — 



r'88??S8^^22»io«ioio 



IPI 





as 

i 



CO ^ S^ CM M 



5 

CO 



II 



i I 



17 



EP0926 645A2 




CO 



a 

X 



o 
o 
o 



8 

CM 



o> 
a> 
o> 
a> 

M 
lO 



CM 

O 
CM 
0> 
lO 

a> 

CM 
lO 



o 
o 



K — h- 

a> — c7> 

ro to — 

CO CO 

o> ^ — 

CO C7> CO 

CM lO 

• • • 

^ ^ 



to CM fO 

CO ^ o> 

— lO — 

lO lO — 

^ CD CO 

o> ^ — 

CO o> OO 

CM lO ^ 

• " . 

^ ^ ^ 

rO CM ^ 

ro CM CO 

to to xo 

8 s 

lO to 

lO o 

CO <7> CO 

CM lO ^ 

^ ^ <r 




8 



CM 
lO 
O 
(O 
CO 



0> A lO 

U> 0» lO 

O — CM 

<0 lO CM 

0> CO CO 

lO lO fw 

lO »o 

lO ^ lO 

^ ID CD 



lO lO lO lO 




CO 

s: 

CO 



CM CM CM 



2 O — CVJ 
X X Xj 



18 



This Page is Inserted by IFW Indexing and Scanning 
Operations and is not part of the Official Record 

BEST AVAILABLE IMAGES 

Defective images within this document are accurate representations of the original 
documents submitted by the applicant. 

Defects in the images include but are not limited to the items checked: 

□ BLACK BORDERS 

□ IMAGE CUT OFF AT TOP, BOTTOM OR SIDES 
-□ FADED TEXT OR DRAWING 

□ BLURRED OR ILLEGIBLE TEXT OR DRAWING 

□ SKEWED/SLANTED IMAGES 

□ COLOR OR BLACK AND WHITE PHOTOGRAPHS 

□ GRAY SCALE DOCUMENTS 

□ LINES OR MARKS ON ORIGINAL DOCUMENT 

□ REFERENCE(S) OR EXHIBIT(S) SUBMITTED ARE POOR QUALITY 

□ OTHER: ^ 

IMAGES ARE BEST AVAILABLE COPY. 
As rescanning these documents will not correct the image 
problems checked, please do not report these problems to 
the IFW Image Problem Mailbox. 



